Welcome to a piece I have been wanting to write about the state of Free-For-All (FFA) in Flalo 5 for a 
long, long time. Thanks for being interested. 

I want to open with a warning. Expect this read to have a decent length to it. I go in great detail to 
explain things. For me, nothing is more important than for things to make sense and be as clear as 
possible. I do not want to induce doubt and confusion in people, and if something is unclear, you are 
welcome to reach out to me so we can talk about it further. Proper knowledge and rational thinking 
trumps opinions. 

The purpose of this article is to demonstrate how FFA in Halo 5 is in dire need of a significant update in 
order to improve the competitive merit of it, reduce frustration, and reward skill, smart decisions, and 
tracking various things happening of the map. While HCS settings fix some of those issues, I want to 
make it clear that I am not an advocate of replacing EVERYTHING IN THE GAME with HCS settings, 
despite how much I prefer them to default settings at a personal level. Halo is a game of VARIETY and 
INCLUSIVITY. There's room for radar, automatics, etc. but it's important to understand that Halo 5's FFA 
in particular does not do as good of a job of supporting those things as previous Halo games' FFA did. 

For some background; I'm a huge Lone Wolves fan in Halo 3. I had well over 2000 EXP at level 50 after 
the EXP tracking update and much, much more before than and on multiple other accounts. 1 love that 
hopper more than ANYTHING I've experienced in Halo, and for the record, it was just default FFA with 
standard weapons, standard radar, equipment, and even the dreaded objective game modes (which 
for the record, I do think were horrendous and luck-based). This said I also love Midship FFA and the 
pure gun skill, positioning, decision-making and spawn trapping that it brought to the table for 
competitive FFA. I believe that kind of FFA is a true test of skill and the most consistent at rewarding 
those who have a good skillset on their hands. 

The point I want to make is that two those things don't have to be exclusive from each other, but 
happen to be in Halo 5. As unfortunate as it is, this means that Halo 5 FFA just does not do a great job of 
rewarding skill in a consistent manner. Not to discredit people, but it's not uncommon to see people 
who don't deserve the wins, come out victorious, and this leads to a terrible competitive environment. 
This is frustrating for people who have a good skillset but get punished over unpredictable things, 
making them lose interest, and this means that sometimes tournaments will award prizes to 
underserving people. For obvious reasons, this is something to avoid. Your hard work in learning and 
mastering the game should be rewarded. Cheese strategies should be predictable and avoidable. Luck 
should be reduced as a factor. But right now, that can't be said. 

With this article, I will go over things that don't work right now and bring suggestions on how to fix 
them. The end goal with this is to reward a specific set of skills that most people with FFA experience 
can agree are needed to find success in it, based on how FFA has been across all the previous Halo titles. 
I aim to convince both 343 to update Matchmaking (and even some parts of the competitive settings), 
and also convince the larger, non-competitive-focused Halo fans too that this is needed and benefits all 
and reduces the overall frustration that the experience provides. Give this read a chance, and see if the 
things make sense afterwards. I promise this took far more time to put together than it will take to read. 



I don't believe FFA in Matchmaking is a true test of skill. I'm sure that's a bold statement coming from 
someone who has spent most of their time on Halo 5 in FFA until now. But without those countless 
hours, I believe it wouldn't have been possible to isolate the cause behind it and put it into words. 



I will preface this with the assumption that there is a good chance upon seeing "Vetoed" and "FFA" in 
the page leading up to this, most people initial thought was “oh, here we go again". To be fair, I'm just 
as tired of having to write about it. Without a doubt, this is the last piece of feedback I intend on giving 
343 on the state of FFA in this game, so I do hope people will read it through. 

Something important to keep in mind here is that I've dedicated countless hours doing a job that is not 
mine to do, whether it's isolating issues, finding solutions for the said issues, presenting the issues in a 
clear and concise manner, all because I want to spread awareness and help the game be as good as it 
can be. The goal in these suggestions is not to find personal benefit (believe it or not - some people will 
think so) as it would have been smarter and more efficient to just dedicate the time to practicing instead 
of making it a more balanced and competitive to all. But no, I want the game to be fun, rewarding and 
not frustrating, as it is important in order for people to remain invested in the game. There is an excess 
amount of people who rage quit in Halo 5 FFA (much more than before) and I can relate to it all too 
much. It has to stop. 

As unfortunate as it is, previous attempts at improving FFA have been met with vague responses and 
nothing ever came of it. Can't pretend it's surprising since someone who doesn't dedicate a lot of time 
to FFA can't understand just how frustrating it gets over a long period of time, but the fact that I am 
willing to commit so much time to this cause should be a good indicator of how much of a problem it is. 

People tend to shrug it off, or think to themselves "just go do something else then". But what is 
"something else"? There isn't a single hopper in Halo 5 that is able to offer a fair experience for people 
who want to search on their own. Searching solo in 4v4 WILL set people up against teams of 4. Social is 
just not an acceptable alternative for those who want challenging matches and some sort of incentive to 
win. Customs? As much as I praise and welcome the new custom game browser, I don't think it should 
be the go-to in order to get quick matches on standard settings, and I also don't think customs can be 
reliable at providing matches at a close skill level. Halo 5 is a 2015 AAA game and it needs to live up to 
certain standards. 




Here's some retrospect. I've written multiple pieces on this (some of which I consider now outdated so I 
will not refer to them), brought up various problems more times than I can be bothered counting on 
various social media, and also have even made great efforts to test and optimize new settings during 
personal free time in order to address some of it. I went and created an entire map set based on default 
FFA settings in hopes that 343 would at least draw inspiration from it for a later update, but FFA never 
got a dedicated experience. 

It has been around 19 months since Halo 5 launched, and without exaggerating, FFA has delivered a 
subpar experience ever since. From horrible search times starting on DAY 1 (and I mean not finding 
games at all over one, two, even three hours in a row) because of issues in skill-based matchmaking 
tuning - which have been improved upon ever since Josh Menke came back to work on Halo; I have 
nothing but praise for him and his work - to just plain questionable in-game settings, it has been a 
recipe for disaster, and its population during the subsequent months has reflected that. Of course, it was 
for the most part high levels suffering from these issues, so those people have deserted FFA. While the 
data isn't 100% complete, it is safe to extrapolate, and FFA has the lowest population across all ranked 
game modes (source: HaloTracker.com l. This is a big red flag considering nothing else in MM offers a 
true and reliable solo experience, and in previous games (bar MCC because it was unranked and for the 
most part H2A), FFA used to be one of the more popular game modes, even among pros, who tend not 
to dabble outside of competitive settings all that often. It should be doing a lot better than it is. 

Having said that, being a big FFA fan, it didn't stop me from giving it a chance, and grinding the hopper 
for thousands and thousands of games, while getting Champion 1 multiple times over the course of 
various seasons. I wanted to see its redeeming factors. Understand it. And I think I do now. 



So what's the issue? To keep simple, it is the fact that some matches, over their entire course, are 
COMPLETELY decided upon luck and unpredictable factors which cannot be countered or anticipated, 
making the skill aspect is minimal. Luck is acceptable and unavoidable to an extent; FFA has been 
luck-based for as long as it has existed, and part of the skill gap is being able to minimize the luck factor 
through things like positioning, predicting, map awareness, and having a good shot. But as it is now, 
luck can affect a match from start to finish. On top of that, a lot of things are unpredictable to the point 
where good decisions still get punished no matter what. It's just a frustrating experience for all those 
involved, and not a rewarding experience for the winner. 





Let's start with luck. The biggest problem stands with how the spawns are consistent at affecting more 
than a kill or two due to the massive snowball effect that tends to occur in default FFA settings. In fact, 
as of now, a good spawn can mean getting almost a guaranteed killing spree or more as long as no major 
mistakes are made, and such mistakes are rare at the highest level. 

Before I go in detail. I'll provide an example of how luck is inevitable to an extent, meaning it doesn't 
have to be 100% gone - impossible goal - but we should aim to reduce the impact it has out the final 
outcome of the game as much as possible. 

In competitive FFA (settings which tend to involve just a precision weapon, grenades and 8 people on 
the map), bad luck could mean spawning in front of someone who anticipated it, or into a grenade, and 
getting into a disadvantageous fight. Or taking 5 steps and getting pinched/double teamed; it's a difficult 
situation for the spawner, and there is nothing to do to counter it. Most of the time it leads to their 
death. It happens. It's just one death, it's not a game-deciding factor. 

On the flip side, good luck could mean spawning and finding people who are in a fight almost right off 
the bat and getting a free double clean-up. It's nice, but it's also not a game-deciding factor. Those kind 
of situations tend to even themselves out as the games go on - which was the reasoning for using longer 
15 minute matches. Therefore, despite luck being a factor here and there, it remains competitive, and 
most battles still depend on solid positioning, gun skill, map awareness, smart prioritizing, etc. 



Let's go back to Matchmaking FFA, where it is not just precision weapons and grenades. Maps offer a 
vast arsenal of weapons based and tuned around 4v4 matches (also read: 8 different people) whereas 
FFA has 6 people, meaning most maps have more weapons than there are people to pick them up. We 
also all know how the entire Halo 5 sandbox is powerful and an upgrade to starting weapons; which for 
some people, is its charm, but that is beside the point. What this means is that, with weapons of 
differing strength all over the map, spawn locations are a much bigger factor (I.E. spawning near a 
shotgun vs near a suppressor), and spawn luck is multiplied and becomes a much larger factor than it 
ALREADY was. Good spawns are even more beneficial, because one good spawn can mean getting a 
crucial power weapon or power-up, which means getting multiple near-guaranteed kills, and let's face it, 
at a higher level, those kills ARE guaranteed. 


Tier 3 power weapons are a big culprit of this. These are the sort of weapons that require some sort of 
organized push to take down or counter in team games. Things like the railgun, sniper, rockets, etc. 
which all don't make sense to challenge alone, tend to lead to a lot of free kills because of how difficult 
it is to counter them. And that's OK to an extent, I'd argue it's part of what makes Halo what it is - 
controlling weapons, maps areas, etc. - and in Matchmaking, for the sake of making the experience a 
little more varied, it's not too much of a stretch to have them in. 

But the bigger issue with them is the ammo count. For example, the railgun on most maps has a TON of 
ammo. Even pros, who are experts at making coordinated pushes and collapsing on a power weapon 
user within seconds from almost ANYWHERE on a map have complained about that, and 343's testing 
team acknowledged the issue before changing for HCS. And that's in a scenario where teamwork was 
viable to take them down. Imagine having to deal with that person alone? It's multiple times more 
challenging and unfair. And on top of that there's camo. You cannot counter that. Your in-game 
decisions are either to hide (and pick on other people) or feed. One is detrimental to the pace of the 
game, and the other just leads to helplessness and a frustrating experience for all those involved. The 
power weapons are just too efficient. 

Even rockets were also replaced with SPNKr variants (which have as much ammo, but a slower travel 
time) because it used to be so hard to counter. You still get the same amount of potential kills, but the 
kills aren't as free. Skill and proper positioning is rewarded more, and it's not as frustrating to run into 
someone crouching with rockets. It's a similar kind of scenario, just a different approach, and on 
average, people like that change. Meanwhile in FFA, there even are maps like Stasis where it's possible 
to stack OS and rockets. It's near impossible to die without making a major mishap. 

The same issue exists for tier 2 power weapons (shotgun, scattershot, plasma pistol, sword, etc.) except 
This is even further exacerbated thanks to their respawn timers that depend on their time of collection 
or despawn, which no one knows except the person using it at the time, which secures that person's 
chance at getting the next spawn. 

Overall, what this means is that a single good spawn can give someone an uncontested advantage for 
the rest of the game. This is not a skill gap. It's just a massive snowball factor based on good spawns. I 
consider it somewhat senseless to measure skill/CSR knowing this. Once again, I was to reiterate that I 
don't think power weapons need to go altogether, and that's not what the goal is, but things that can't 
be contested should be limited, excess weapons should be removed, and power weapon ammo counts 
should be reduced. This allows for battles to be a bit more predictable and less frustrating. It allows for 
clutch comebacks without power weapons. It makes people stick with matches more. 

It Just so happens that HCS map variants did just that. Which is a big reason these settings should be 
implemented in FFA instead of the standard variants. 



Of course that's just one thing. There are still tier 3 weapons/pads, and a lot of them are in positions 
that benefit certain initial spawns. This is almost impossible to avoid, and that's OK because at least, the 
respawn timers are static, and the advantage of getting one set earlier on is not an advantage that 
persists throughout the entire game. However, the same can't be said about power-ups, and it's good to 
remember that someone who got a good OS/camo spawn can then also contest weapons pad easier, so 
the snowball effect I was describing earlier is even further amplified (this seems to be a recurring 
theme). You haven't quite experienced FFA until someone invisible goes on a Running Riot with the 
railgun on Fathom or Overgrowth. That feeling of powerlessness is just frustrating and it's not fun at all. 

Here's a simple suggested solution: 


PLACED WEAPON PADS On 

PLACED GRENADES On 

PLACED POWERUPS Off 


I do STRONGLY believe that this change should also be made for competitive FFA settings, not Just 
Matchmaking, as some competitive FFA maps still use power-ups. I consider this a big oversight. 

This fixes one of the bigger snowball factors in FFA, without having to rework each map one at a time, 
nor hurting the pace of the game. In fact, most power-ups are placed in low traffic areas, so removing 
them means that fights will occur around crucial map positions more often, increasing the pace of the 
game. 

It seems drastic, there just isn't a simple balancing fix to countering OS and/or camo in a Ivl scenario. 
Without communication, death cams, etc, there's not even telling that person is there at all. If that 
person has a power, it's over before even having a chance to realize what just happened, and there's no 
telling where that person goes next, and on average, due to the slower pace of 6-man FFA vs 8-man, 
their chance of surviving is much, much higher. 




On the topic of death cams, I want to talk about something that a lot of people don't realize has 
happened with Halo 5 FFA, and it is one of the biggest culprits behind how much slower and campier (is 
this even a word?) it is now, when compared to previous games. 

It's good to acknowledge the fact that automatic weapons, shotguns, etc. in FFA aren't just new to Halo 
5. But all of a sudden, despite, the smaller radar range, crouching has become more viable than ever. 
Camo is also the strongest it has been. How did that happen? Sure, the average weapon is far stronger in 
Halo 5 than in the previous game, but that isn't the sole factor. 

The answer lies with the death cams. For those who don't know the "death cam" is the third-person 
camera that becomes available from respawn screen and locks onto people. In team games, it allows to 
scroll and view different teammates and scan their surroundings for intel or just see what's happening 
with them. In Halo 5 FFA, people are limited to rotating the death cam around their own dead bodies. 
Once upon a time... well, before Halo 5, it used to be possible to scan EVERYONE on the map in FFA, and 
being able to scan all 5-7 other people within the respawn timer and utilizing that information off spawn 
was considered a skill gap - watch some old competitive FFA games to understand this (Theater films 
won't work). 

What this changed is that hiding was impossible. Even with camo, someone on death screen knew 
where others were. Hiding somewhere and not pushing out, whether it was with camo, a shotgun, 
whatever else, was not as viable at all. You also knew where power weapon users were, making it much 
easier to organize a tactic to counter them. You knew where an overshield user was and it was easier to 
anticipate their route and pre-nade them to even out the battle. And so on. 

With Halo 5, this feature is gone without a valid reason. This, on its own, almost was one of the biggest 
(if not the biggest) changes to FFA in a long time, and it just led to making the whole experience much 
more unpredictable since it was the main source of map awareness aside from audio cues and the 
killfeed. I still assume this is an oversight, but at this point in time, I don't expect it to come back for Halo 
5 since it would require a patch, so we have to balance the game with this in mind. I do remain hopeful 
that future Halo games will bring this back for FFA however. 

But keeping this in mind, and with the killfeed that has no valid method of showing someone using a 
power-up, I think it further reinforces the idea that power-ups do not belong in FFA due to how difficult 
predicting them becomes, on top of offering significant spawn advantages that persist throughout the 
game. This also should be factored when approaching the radar balance, but this is something I'll 
address a bit later on in this article. 




As nice as the power-up fix is, it isn't a solution to all things. There are still blatant issues with the sheer 
amount of weapons on the maps (around 10 or so on average) and there are more weapons than there 
are people to pick them up. Seeing how almost all weapons in Halo 5 are a direct upgrade either the 
pistol or the AR, this is a problem, because this means spawners are at a disadvantage almost all the 
time. This causes issues: 

Battles aren't fair, which hurts the skill factor (E.G. SMG vs AR; SMG is expected to win) 

People need to run around the map to pick up a random weapon in order to stand a chance 
(which hurts the pace at which the kills are obtained because more time is spent running around 
just to have a fair fight) 

While people are looking for weapons, no pressure is applied on power positions on the map, 
offering those who are there great opportunities to set up and hide 

People are rewarded for forcing opponents into sudden fights with superior weapons (DMR/BR 
2 shot beatdowns vs pistol 3 shot beatdown, SMG/storm vs AR, splinter grenades vs LITERALLY 
ANYTHING). Crouching is motivated and justified 

Reducing those weapons would get rid of a lot of these issues (this is another place where using HCS 
maps is beneficial). However, some of these issues aren't just a result of map pick-ups, but also the 
format and settings themselves. Power weapons or not, crouching and getting the jump on someone is 
more than just viable in 6-man FFA thanks to the AR. You don't have a whole lot of pressure in certain 
areas so there's no reason not to wait near a choke point. This is one of the reasons the competitive 
format for FFA in Halo was accepted as 8-man for about just as long as it has existed, and it also has the 
added benefit of being the optimal amount of people for tournament organizing. The constant action 
prevents camping and forces the FFA skill factors to shine: reaction time, quick decision-making, 
surviving, not missing. It is considered the perfect spot between too much action and not enough. And 
games still have a decent pace if someone quits. Main disadvantage: Not all maps can support 8-man. 

It seems 343 was aware of this since this is how it was when Halo 5 launched. It lasted just a few weeks 
before being changed to 6-man and never reconsidered again. I'm still on the fence about this. I 
remember how didn't like it at the time because I wasn't used to Halo 5's pace, spawns, maps and 
routes, but looking back, I would without a doubt rather have it back now. It's the kind of thing where 
there is no telling until both are tested out. 



I'd argue that at launch, the main issue stemmed from some of the maps not doing a good job of 
supporting 8-man and having solid respawn points. For example, Orion was the single worst map in 
existence at the time and had a ridiculous spawn point in the hill/pride rock area of the map leading to 
inevitable (and often repeated) death. Without a doubt, it made the overall experience far worse than it 
was. Orion also kept coming up in the rotation before being taken down later on, so it's good to see that 
343 also acknowledged it. Regret was also a big culprit, which has seen its spawns reworked since. 

At a personal level, I haven't had a big problem while testing 8-man FFAs in customs on updated map, 
even more so now I have experience with Flalo 5 and that I know what to expect. In fact, I'd argue that it 
was more fun, intense and just FFA-like. Living with power weapons was much harder, which acting as a 
balancing act, but I leave it up to people to form an opinion on the matter. I just know that quitting is 
frequent on Matchmaking and games get ruined faster than I can explain. And then even more people 
quit because it gets so boring and slow. 

But it's just this kind of thing where the experience was just not optimized, and a drastic band-aid 
change was made. I think 8-man could still work with the proper maps but ALL of them were just thrown 
in the mix without second thought. That's not good. You wouldn't do CTF on Eden as a competitive 
game mode, right? It's the same thing. I believe that's all it came down to. We've seen online FFA 
tournament organizers such as Team Beyond or Gamebattles use 8-man on Truth as their go-to format 
and have been seeing repeated and frequent attendance since launch, even from people who otherwise 
don't dabble too much in FFA. 

Flaving said that, I don't think just one single map could ever work in MM, and I wouldn't expect it to, 
but at least removing the smaller maps would have been a decent starting point. But as nice as it would 
be to see a drastic change to the experience like this, I don't expect it to happen. If that isn't changing, I 
believe a significant modification to the settings is required in order to demotivate crouching and 
rewarding people for... well... moving and looking around (even more so now that death cams are 
gone). 





The new radar does a great job at that. It kind of makes sense to reward people for moving and looking 
around rather than just crouching in one spot until someone shows up on the sensor. It increases the 
pace of the game since people are out in the open more, creating more engagements. 

The next biggest thing to impact the pace of the game is the respawn timer. For some odd reason, 
we've had this static 8 second across all game modes, which I will blame on a combination of the new 
movement options and how Halo 5 spawns people on their teammates a lot. We've seen Team Doubles 
reduce that in order to increase the pace of the game a significant amount. After testing this specific 
aspect a significant amount in FFA, and with people of various skill levels, changing the respawn timer 
from 8 seconds to 6 seconds has proved to be an incredible crucial spot in order to maintain fast-paced 
matches while not giving people free opportunities to get clean-ups whenever fights finish. What's the 
reasoning behind a change like this? Here are the issues with slower respawn timers: 

Matches are boring and slow (not fun). Losing games that take forever makes it demotivating 
Crouching is more viable because people get bored of struggling to find opponents. It's just a 
test of patience (more on that later) 

Surviving becomes easier, hurting the skill gap. Being able to think fast, escape in difficult 
situations, having good routes/positioning/mechanics goes to waste and getting tough reversals 
all have less of a meaning 

Power weapons last much longer on average, there is less pressure to use them, and it's easier 
to live with them, resulting in a lot more kills from a single pick-up on average (once again 
hurting the skill gap) 

For the record, there is a fine line that was explored, and upon testing these FFA variants, it was 
important not just to make it faster without care for consequences. Too fast is just as bad, leads to 
randomness and decision-making is right out the window. We tested 5 second respawn timers as well, 
which caused a significant amount of underserved clean-ups, as well as 7 seconds, which seemed to 
have a negligible impact on the pace. I insist on the fact that 6 seconds for 6-man FFA is the crucial spot. 



This said, if 8-man became the standard, I think it would make sense to stick to the current 8 second 
respawn timer. I do REALLY think we should move forward with 8-man, because it fixes a lot of issues 
with pacing, makes map control more challenging, rewards not missing (need to commit to fights; less 



opportunities to disengage and run), rewards constant (smart) movement-which I think is a shame not 
to push to its fullest given Halo 5's movement options and map design - and is just more in-line with the 
previous Halo games' competitive FFA. 

The reason I'm comparing it to other Halo games' FFA, is because there is a noticeable pacing issue in 
Halo 5 FFA compared to other games. I collected some data that gives a rough estimate of the 
difference. 

I went on halo.bungie.net and looked for high level competitive FFA games of people I know and looked 
at the stats of a few random ones. It was a small sample ""20 games per title, but it gives a good enough 
idea. 

Halo: Reach - Zealot MLG FFA (15 min) 

~363.6 kills per 15 min game 
~24.2 kills per minute 

Halo 3 - Heretic MLG FFA (15 min) 

~384.7 kills per 15 min game 
~25.6 kills per minute 

Halo 2 - Midship MLG FFA (15 min) 

~338.3 kills per 15 min game 
~22.5 kills per minute 

Haio 5 - Truth GameBatties & TEAM BEYOND FFA (10 min) 

~310 kills per 15 min game (I averaged then adjusted the data so it was easier to compare to 15 minutes) 

~20.7 kills per minute 

Even in the preferred competitive settings for FFA - which all use 8-man FFA - there is quite a big gap 
between Halo 5 and previous games in terms of pacing. Of course, this gap becomes even greater as 
there are less people in the game (which happens a lot in Matchmaking because... people just tend to 
quit and lag out and a lot), so taking that into consideration, I think it makes a solid point to bump up the 
amount of people in matchmaking FFA games... but I'll leave that up to the reader. 

Just keep into account that the difference is also larger in default settings. While I think the respawn 
timer is a factor here, I am also confident it can be also attributed to the lack of the death cam feature I 
mentioned earlier. Whatever the problem is, this issue exists, and I think it would be good to find a 
solution to make it more in line with what it uses to be (hence the respawn timer change suggestion) but 

I will admit this is just spitballing in an attempt to make FFA more in line with what it used to be and 
bringing it back to its former appeal, not just in Matchmaking but also in competitive. Some people will 
argue that it doesn't have to be, and I don't disagree. 



But what matters the most here is being aware that this is a factor of sorts. 


The final topic I'll touch upon is the weapon selection. As of now, there is a trend where whoever gets 
1st in a match of FFA will have more kills from other sources (often map pick-ups; it doesn't even have 
to be "power" weapons) than the pistol - considered the most versatile weapon in the game. What this 
means, is that in order to win a lot of battles, people are expected to pick up random weapons on the 
map which are not contested (I.E. no one is holding down an area of the map to make sure people don't 
pick up an SMG). Once again, this is not a skill gap. I hate to break it down to people who think 
otherwise, because I know some people love the fact that there's a lot of weapons, but taking 10-20 
extra steps and pressing X, B, RB or whatever pick-up button to grab a weapon no one keeps track of is 
not difficult. Fiere are the stats of 3 random matches showcasing this: 1, 2, 3 (source: Halo5arena.com) 

(Call it hand picked, whatever. I just went off map names; feel free to look up games of high level people 
who win a lot in FFA. The trend exists.) 



Automatic weapons are a big factor in this too. Crouching around a corner and waiting for kills with 
autos is super viable - and the current meta - because there's no reason to be fighting across the map. 
There is no need to put pressure and cut off pushes like in 4v4. Just get kills, and autos are the easiest 
manner of achieving this. Getting the first shot almost guarantees a kill, and crouching/hiding secures 
that. It's also not hard because the radar tells people where to look to pre-aim and line up the shots. You 
can argue about this, but it has been proven that there is no difference AR usage based on skill past 
Diamond level (see below). It's also safe to assume this data lines up with other hitscan autos. 




■ The data do show that starting around the Diamond level, the effectiveness of the AR does not increase with skill. 
Correcting for skill shows that top players aren't any more effective with the AR than a Diamond level player. Another 
way to say this is that the winner in a gunfight between two ARs above Diamond level is currently more about random 
luck than it is about skill. I think, for competitive play, we want the player with greater skill to win a given gunfight, without 
luck being too much of a factor. This is one of the primary data-driven reasons we are concerned about using the AR in 
competitive play. 

■ For comparison, the effectiveness of the Pistol increases consistently with the skill of the player, so we feel the pistol is 
currently appropriate in competitive play. 


Source: 343 post on the topic of automatic weapon removal in HCS 

People who work on HCS settings have realized this and accepted that automatic weapons in their 
current state do not belong in competitive settings. That's in 4v4. What's ironic is that in FFA, automatic 
weapons are even better because battles happen wherever people want. Once again, there is no need to 
go for crossmap fights, or push iike in team games. You can just hide near choke points and spawns. 

Acknowledging this, I believe it would make a whole lot of sense to implement the new HCS settings in 
FFA as well. It has been done for live events; all upcoming FFA tournaments will use pistol starts, 
reduced weapons on the map (which reduces snowballing a lot), new radar, etc... but what's the hold up 
for Matchmaking? Where is the consistency? This would be wonderful for practice, would allow people 
who like HCS settings to have a place to solo queue because the current 4v4 hopper does not allow it, 
and would also revitalize the hopper in a much, much needed manner after multiple months of just 
about the same overall experience. It's a two birds one stone scenario (might be more than two birds). It 
would even offer a sort of area for people who prefer 4v4 to warm-up in on the respective maps. 

Since there are just 3 maps in the current live event rotation for FFA, I suggest using all the current HCS 
maps and their respective variants (Fathom, Coliseum, Plaza, Eden, Empire, Truth, Rig, Regret and 
Mercy) so it still provides a compelling and non-repetitive experience in Matchmaking. 



To summarize, I will repeat all the changes I believe should be made to FFA based on testing, logical 
thinking, experimenting and experience over different titles: 













Implementation of HCS settings, combined with the current HCS 4v4 maps in Matchmaking 
Changing the respawn timers to 6 seconds (down from 8) OR changing the format to 8-man 
Disabling power-ups on all maps via game mode settings - power weapons should remain! 

I created a game mode with the said settings which can be found here for those who wish to test it. Just 
use the HCS maos with it. 6 people per game. 

I would also suggest bringing back how it was possible to use death cam to scroll through people 
because it was a big factor that negated camping/hiding and increased the pace of the game a 
significant amount, but I will assume it requires technical work, therefore will not expect it. 

Despite having said all of this, I do expect that some people will be against it. I know despite the 
statistical evidence 343 has posted themselves regarding the AR's lack of a skill gap, some people will 
want to keep them. All I can ask is to think this through and not be biased about it. Like most people, if I 
choose to focus on automatic weapons, I get easier battles. Die less. It's easier, even for me. But is it 
skillful? Fulfilling? Do I think I'm better than someone else because I happened to be crouching with an 
AR and jumped an unsuspecting target? When we both never missed, and I won because I had the first 
shot? Never forget that Halo is a first person shooter, and having a good shot should be one of the prime 
skill factors. This just does not reward that kind of skill, and forces precision weapons to be nothing but a 
clean-up weapons. 

For those people who just like FFA because it's a place where it's possible to just shoot at people a lot 
without having to think too much... I would like to suggest an alternative experience. I know two FFA 
hoppers can't co-exist due to the small population (it has been tested before). On the other hand, what 
if 343 brought back Multi-Team (as in, the 2v2v2v2 kind, not Triple Team)? It was the closest thing to the 
mindless chaos that FFA brings to some people. It's a fun social experience too, and it's the next best 
thing after Rumble Pit. Multi-Team was for a long time considered "FFA, just with a teammate" and I 
think if 343 brought that back, it would be a good place for people to find a similar experience, all while 
updating FFA to a prime competitive experience. 

I know this would require some time to work on a set of map and game modes (objective like KOTH, 
Oddball, etc. is a must), but if it means getting a fun and competitive FFA experience again in 
Matchmaking, I would love to help work on those during personal free time. I am this passionate about 
FFA and I believe it will benefit the game in the long run. (I do think that old Multi-Team as a permanent 
thing would be sweet though). 343 is welcome to reach out to me for help on this. 





* * * 


After all these suggestions, I expect some people to question the purpose behind all of this. Does FFA 
need to be the ultimate competitive experience? Is this even the ultimate competitive experience? VJhat 
is the true benefit of this? 

No, it's not that serious. It's also not a perfect fix either. There's still a fair share of flaws in these 
suggestions, but these just aim to be an improvement. An improvement that, from testing with other 
people, has been met with a lot of support and positive reception. 

The main goal here is just to reduce unpredictable factors, and thus reduce the frustration that stems 
from it, increasing the fun factor and making people look forward to grinding FFA and spending a lot of 
time in it. We've all had at least one FFA match that we didn't deserve to lose. In some cases, a lot more. 
It's frustrating. Just individual deaths during games to someone who is crouching with camo and 
scattershot without ever having a chance to counter it is as lame as it gets, and it happens a lot. 

These changes aim to reduce scenarios like this, and reward proper skill more often (which in FFA's 
case, revolve around map control, awareness, precision, survival and fast decision making). For some 
people it will mean winning more often, for others it might mean having to practice a bit more to 
achieve those results. But in the end, people who put in the time will see results, and in the long run, it 
will feel more rewarding to all, rather than often getting wins that feel "cheap" and/or riding off luck. 

This also creates a fun and competitive experience where people can search Matchmaking alone. As of 
now, and until fireteam-size matching becomes strict (which is a work in progress), there is nothing like 
this in Matchmaking. A lot of people love FICS settings but just don't have people to search with, 
resulting in a frustrating experience due to facing premade teams of four. This suggested change would 
allow people to ease themselves into HCS settings without needing a team or having to deal with people 


screaming at them for making mistakes. It also creates an area for people to practice HCS FFA for 
tournaments. 

Last but not real, a new meta for FFA would revitalize it and make people interested again. After not 
being updated at all for multiple months, just something new at all is healthier for the game. It makes 
people invested in learning new strategies, and shifts the skill gap around. Some people who dominate 
on current settings might not perform as well, and the opposite is also true. It gives people a chance to 
reset in an otherwise stale area, which is good for the game as a whole. This sort of investment in the 
game is pivotal. 

Using HCS maps also gets rid of some of the less popular maps that people might not like too much in 
the current rotation. I aim not to point fingers, but certain maps in particular just don't provide a 
balanced experience for various reasons. Revisiting this is much needed. I trust most people can see the 
value in these benefits on top of just improving the overall experience for the reasons I've outlined 
earlier! 


I am going to end on this note. I know this is a bit of a ramble, and also not the first time I pull this off 
since Halo 5 has launched. Having said that, whatever happens from here, I intend for this to be the last 
time I talk about Halo 5 FFA in an open letter kind of manner and post these long articles suggesting 
solutions. I have no doubt people are tired of reading these, and I also doubt I'll be spending much time 
in the current iteration of FFA so the reduced frustration should demotivate me from doing these posts. 
As unfortunate as it is, the in-game FFA population seems to be dwindling as well, so search times are 
also becoming longer and longer despite the search restrictions becoming looser, so I hope ANY sort of 
change will be attempted at this point. 

I want to make something clear: The goal of this is not to criticize 343's decision making. All I want is just 
bring a lot of experience to the table and be a voice for the people who share the opinion that FFA is just 
not... fun, or competitive as it is now. It sounds harsh, but I have no intend to mince words that need to 
be said. I do hope that 343 at least gives it a shot instead of sitting on whatever the game offers right 
now. I know data suggests this is a risk, but like I said, high-level "FFAers" have gone through such a 
terrible experience since launch for a load of reasons (from super broken search times to uncompetitive 
settings) that whatever data exists is without a single doubt skewed. I just hope an attempt will be 
made. 

I want to give sincere thanks to those who have read all of this. Once again, I know a lot of people don't 
like sitting through articles like these. For me, it is just a better format because I am a better writer than 
I am a speaker (it's harder when it's a second language) and it's just easier to get the message across 
and organize thoughts. I promise it took far more time to write than it did to read. 


You are more than welcome to share this in order to make sure that whoever needs to see this, sees it. 
You are also welcome to drop extra feedback, whether it's to me, or 343 regarding this whole thing. 



You are entitled to whatever opinion and are free to disagree. The conversation is needed and welcome. 
Just be civil and rational about it. Think this through. 

From this point onward, I consider the ball in 343's camp. 

Vetoed out. Thanks for reading. 









